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(57) Abstract: A game apparatus (10) includes an LCD (12) and an LCD (14), for 
example, and a touch panel (22) is provided on the LCD (14). A first game image is 
displayed on the LCD (12), and a second game image is displayed on the LCD (14). 
Based on coordinate data detected according to operation of the touch panel (22) by 
a player or on input data etc. obtained from an operation switch (20 ) or a microphone 
(34), it is determined that whether or not the first image has become an operation 
object. When it is determined that the first image has become the operation object, 
the first game image and the second game image are replaced with each other and 
displayed, for example. After that, when it is determined that the first game image 
displayed on the LCD (14) is not the operation object any more, the first game image 
is displayed on the LCD (12 ). 
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12... FIRST LCD 
14.. SECOND LCD 
60... LCD CONTROLLER 
62. . REGISTER 
56... FIRST VRAM 
5D.. FIRST CPU 
42 .. CPU CORE 
46.. CONNECTOR 



2B... MEMORY CARD 
54... I/F CIRCUIT 
34... MICROPHONE 
32... SPEAKER 
22... TOUCH PANEL 
20... OPERATION SWITCH 
52... SECOND CPU 
58... SECOND VRAM 
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